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FOR PLAY ON THE SEGA SATURN™ SYSTEM. = > Fe 








WARNING: BEFORE USING YOUR SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an epileptic 
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms even 
in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult with your physician prior to playing. If you experience any of the following 
symptoms while playing a video game — dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT. 
Avoid repeated or extended use of video games on lurge-screen projection televisions. 


Me orriciat This official seal is your assurance that this product meets the highest quality 
a (Gi, vo standards of SEGA”. Buy games and accessories with this seal to be sure they are 
ac oF ~ compatible with the SEGA SATURN” SYSTEM. 





HANDLING YOUR COMPACT DISC: 

e This Sega Saturn disc is intended for use only with the Sega Saturn” system. 

© —_ Do not bend it, crush it or submerge it in liquids. 

e Do not leave it in direct sunlight or near a radiator or other source of heat. 

e —_ Be sure fo take an occasional rest break during extended play, to rest yourself and the Sega 
Saturn compact disc. 

e _ Keep Sega Saturn compact disc clean. Always hold the disc by the edges and keep it in its 
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth — wiping in 
straight lines from center to outer edge. Never use solvents or abrasive cleaners. 


This product has been rated by the Entertainment Software Rating Board. For more information about the 
ESRB rating, or to comment about the appropriateness of the rating, please contact the ESRB at 1-800: 
77\-3772. 
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STARTING THE GAME 
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This screen allows you to 
set your preferences and 
get into play. Highlight 











th « and 


Y, and press (A) to 


select an option. 


ION WI 


your select 











ION 


IS Opt 


NEW GAME Th 





t, however, 


Ission. Firs 


LA 


IFS 


| f the fi 
you must select the difficulty level at which you wish to play. 


inning o 


takes you to the beg 


DIFFICULTY LEVEL There are four different levels of difficulty in 
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MAMA’S BOY (EASIEST), WEEKEND WARRIOR, LOOSE CANNON and 
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(C) returns you to the Main Menu. 
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a previously saved game a - 
from internal memory or fa® 
a memory card) or jump 

to the start of a later mis- 


the code for that level at 
the end of the previous 
mission, see p. 15). Use + and Y to select the Load Game 
option you want, and (A) to accept your selection. (©) returns you 
to the Main Menu. 


GAME SELECTION You can choose the save-game you wish to 
restore here. You have room for 
two save-games in the internal 
memory, nine if you have a 
memory card. Select the save 
you want with the (L) and 
keys: use (A) to accept your 
selection. returns you to the 
Main Menu. ()@ cycles 
between internal memory and 
external memory devices. 





TELEPORT TO MISSION Enter the passcode here to go to the start of 
any mission other than the first. You will be given the passcode for 
each new mission as you complete the previous mission. 


Use < and > to move between characters, and () and @®) to 
change the characters. 


a ie 


ae 
uae 


ishlight Accept and press (A) to enter the passcode and tele- 
port to the selected mission. 
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Press ©), or highlight Exit then press @), to return to the Load 
Menu. 
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OPTIONS MENU 


Allows you to customize 
the game to fit your prefer- 
ences. @ and Y move 
you between the choices 
on this screen. selects 
an option, () returns you 
to the Main Menu without 
saving. 
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SOUND VOLUME Use < and ? to increase or decrease the volume 
of sound effects and voices. (A) plays a sound sample. 


MUSIC VOLUME Use < and ? to increase or decrease the music 
volume. 


CONTROLLER SETUP Allows you to select the control setup you pre- 
fer. There are three setups available. (L) and @) move you 
between the available setups. Use (A) to accept the selection 
and return to the Options Menu, ©) to return to the Options 
Menu without saving changes. 


ExiT Saves your 
changes and returns 
you to the Main Menu. 


CREDITS Displays the 
- names of the game’s 
C creators. ©, ® or 
. Sm returns you to the 
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Pause MENU 


if you wish to save, reload or [7 30%) (3 SiRSiots 
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From this menu you may ... 


SAVE GAME Save the game at the point you paused. Use (A) to 
enter the save game screen, use (L) and @) to select the slot 
you wish to save, then (A) to save or ©) to cancel and return to 
the Pause Menu. (Y)@ cycles through internal memory and 
external memory devices. 


LOAD GAME Return to a previously saved point in the game. Use 
(A) to enter the load game screen, use (L) and () to select the 
slot you wish to load, then (A) to load or () to cancel and return 
to the Pause Menu. 


SOUND VOLUME Use < and ?P to increase or decrease the volume 
of sound effects and voices. plays a sound sample. 


MUSIC VOLUME Use < and > to increase or decrease the music 
volume. 


CONTROLLER SETUP Allows you to select the controller setup you 
orefer. Use < and > to select the setup you wish to load. 


MOTION Allows you to toggle between absolute and relative move- 
ment (see p. 10). Use < and > to toggle movement. 


Cx aaah. 


ee 


From the Pause Menu, push San to save changes and return to 
play, @) to quit the game, or ©) to return to play without saving 
changes. If you choose to quit the game, you will be prompted to 
confirm your choice — use (A) to confirm and quit the game, or 
() to return to the Pause Menu. 


ci 


ae 


snr saitonat 
SRS See rreneny ates 





se ae eerie 


* ae 
Sooo sean fences 


Pes tenoemroye 


®O® 
OO 
O® 
®@® 
®@® 
@®@ 


L USE SETUP 1 (THE DEFAULT) 
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Use Searc 
Use Inventory Item 
Cycle Inventory FWD 
Cycle Inventory BCK 
== Cycle Weapons FWD 
Use Med KI 
Use Spider Bomb 
Use Det Pac 
Transparent Walls 
Movement Toggle 
Pause Menu 


Search 
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IKE 
The year is 2196. 
After more than a cen- 
tury of economic 
chaos, the world Is at 
last unified and pros- 
perous. But the cost 
has been great. For more than three decades, the World 
Economic Consortium has controlled the destiny of the human 
race, ruthlessly eliminating all dissent. 
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Only a small underground Resistance has dared to stand against 
the WEC’s absolute power. Originally a peaceful organization of 
reform-minded protesters, the Resistance has in recent years 
been forced to become a guerrilla army. Inflamed by the WEC’s 
nuclear annihilation of the free city of Petra, and inspired by the 
brilliant military leadership of General Quentin Maxis, the 
Resistance has become a severe thorn in the side of the WEC. 
Nonetheless, when stacked up against the WEC’s massive mill- 
tary forces in the Security and MilOps cartels, the Resistance's 
chances of ever achieving real reform remain on the bleeding edge 
of hopeless. 


You are a Silencer, one 
of the WEC’s elite 
enforcers, a member 
of the most feared mil- 
itary corps in the solar 
system. Among the 
seneral public, little is Known of the Silencers’ training or mis- 
sion, other than that they wear faceless red body armor, are ruth- 
less, almost inhumanly efficient ... and incorruptible. 





But somehow you have shaken off years of WEC conditioning and 
gone over to the Resistance. Your reasons are your own, 
although you were pushed over the edge when the WEC treacher- 
ously slaughtered your squad for refusing to massacre unarmed 
civilians. Many in the Resistance are sure that you’re a WEC 
plant — a double agent — but ultimately the Resistance can not 
afford not to take a chance on a combat machine like you. 


Your former employer wants to kill you and your new allies don't 
trust you, but that’s fine. You know what needs to be done. 























Before you begin a mission, your commanding officer will give 
_you your mission objectives in a video briefing. You can review 
your objectives at any time during the mission, by using the 
datalink in your Item Inventory (see p. 9). 


When you use the datalink you'll be er oe 

given a readout of your current mis- | Ag EREOet ee aaa 
sion objective. It’s a good idea to 
check your datalink multiple times dur- 
ing a mission, because many missions 


have more than one objective. Your =| [ssc cs 
datalink is continually updated by the Resistance as the situation 
evolves. Once all your mission objectives are completed, you will 
be contacted by a Resistance extraction specialist and given 
instructions on where to go to teleport back to the rebel base. 





In gameplay, a status bar with five sections of vital information 
about your character appears on the screen. You can position the 


bar for best visibility on your TV screen with ®@)+ and YY. 
WEAPON INVENTORY 


Your currently readied weapon is displayed 

here. (Y) cycles the display through all the 

weapons the Silencer is currently carrying. 

(L)(Y) cycles through the Weapon Inventory 
ackwards. 


AMMUNITION INVENTORY 


This bar displays the amount of ammo 
currently available for the weapon dis- 
played in the Weapon Inventory. The 
number on the left is the number of 
rounds in the current magazine, and the number on the right is 
the total number of magazines carried. When the Silencer is 
using an energy weapon, this bar will not display any numbers. 
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You cannot carry more than 20 clips of any one type of ammo. 











When the end of one magazine is reached, a new one will be 
loaded automatically on the next firing action, if the Silencer has 
another magazine in his inventory. 
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ITEM INVENTORY 


This section displays the currently selected 
inventory item, along with the number of items of that type. With 
you can toggle through all the different useable items the 
Silencer is carrying. (L)@ cycles through the inventory backwards. 


























(C) Uses the item displayed in the bar (see p. 8). There are short 
cut commands that allow you to Use a med kit (®)@)), energy 
cell (R)©)), det pac ((R)X)) or spider bomb ((RQ)A)) without first 
bringing the item up in the Item Inventory window (assuming, of 
course, you actually have at least one of the given item in inven- 
tory). This can be very useful in heavy combat situations. (If run- 
ning out of energy for weapons or shields, the Silencer does not 
reload automatically — you must Use an energy cell from the 
inventory to recharge energy in combat. 


The Silencer cannot carry more than 20 items of any one kind. 


CREDITS You can check your cash flow using the Item Inventory. 
Cycle through your inventory items until you get to a large “C”. 
The number to the right is the credits you currently have avail- 
able for purchases. You can find additional credits during mis- 
sions. 


HEALTH BAR 


The blue Health bar shows how much damage the Silencer has 
taken and how close he is to death. The more blue that is show- 
ing, the better. As a Silencer, he can continue at full efficiency 
right up to the point of collapse and death. Med kits and health 
stations can restore lost health. 


ENERGY BAR 


The red Energy bar shows the amount of energy remaining. Your 
maximum potential energy at any moment depends on the type 
of battery the Silencer is carrying. The bright red bar shows his 
actual energy, and the dimmer red bar shows the maximum ener- 
gy that can be stored by a battery of the type in use. When the 
bright bar reaches zero, shields and energy weapons no longer 
function. When energy levels are setting low, the Silencer needs 
to find more energy cells, or a recharge station. 
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current clip is out of ammo, and there are more clips in the 
key during Absolute Movement, < and > rotate the silencer, 


Ammunition Inventory, a single firing act 


basic ways — absolute and relative 
movement. You can toggle between 
the two modes with Q)@, or from 


the Pause Menu, as shown here. 


FIRING A firing action ( 
In Absolute NMlov 


weapon read 
target 
In Relat 

he 
cated by 
the top r 
mak 


shpameuncinc 
+ 


sepuuanureateemtanestt ib eetetatonenner enact hie 
3 


ot teceterat state bo o ionic iecrerisi ce nitro toe totoneaare ot ono 
ieee iechereeet re errata are She atieeaeie ioe 
peeececers tues cecal re acaratetn sae tcuneermnternterc rainy 


a 





pe oe ee ee Rt ee 


As 


eon hace re acc 
Stati 


te roe 





=. 
> = & > ob Y) © 
q 0) x -— —~ oo - Wy) 
O = 2 . © oY = es o YS © 
i 2 cae oD © © ~Pec = 
© . oC = 1G oO 2 O 
© o 3 = Cr © = = V) 
= 9 SQ C) @ -=—- 6 oo oe OD 
D Nn Cc Cs oN hoa 2 g 
a CH @ = bY © 
5 Gs. - 2 = & Sa Te a 
in — — a S FS ge 5 Oo W = 
= = 
= = O © 1 5 2 OC — ga ake O 
o ro x - =B = on Ho GS S 3 
® on G — wa = 2 Se 
-— = we De ¢g eo a's & oe 
> 7 & 3 yw 2 ec He D = ee) e € 
° or £ . = © 6 << 7 oO tees D 
a |OUS = . oO & Y) = © A 
© — Ca & ~ 2 oO a Ge — .. oe 2 i 
3 E. & ra S gai FEae HQ 
© pee = Rae GC - Wwe Sag br ; 
E 24. Bex 2 ee er ae 
= vo 8 er. 5 ad “yo on @ o 
© a = Oo O = = SS 8 =i eS 
© = Oo oO @ — eo = g 2 a = HO eo 
> 5S 3 os = © O yw Gd = = =e 0 G oO ee Te 
cy = => = ma | =. 
0 Oaaoe eEwn & SOs Oo © Q op 
—_ = 
D 7 ~ & 6G Ss 
o oo sx s 
=o © Oo <= 
o£ oS | 5s & wa 
O oO 9 2 @ = 2 = 
oe © <= = © 
oO - GS Vv oO 5 
s — Co © 
- 2 WEF Wn O CO oo 







nae 7 
t t p o i ‘ . facets 
che Bsooeen coe 
a 4 sa oo Pree 
= i A ice © oo oe a 
: : ; : : 
: cee Bae nso 
Hy Seb : Cre nee 
" qi a cet 
; : ey cian ss 
ES : : ; : ee 
:. as oe ree - q a 
ia 9 ee mola ate 2 pce ata se h ee 
A, Seay 5 a eats a ee : aa malar 5 ae 
; ee ; ee ined oe ee 
; vi Same ee 
re ey ao 
cS ae o ‘ 
Pane ‘ 
a x 
peor 
ee ay 


See eS 
TSS 


SEARCHING AND USING ITEMS | 


Search or Use an object, the Silencer must be standing next 
to it. Use (R), and a cursor appears over the object if it can be 


Searched or Used. Further pressing of (R) toggles you through 
any other Searchable objects that might be in reach — never 


assume that the first use of (R) shows you everything there is to 
see. If there are no Searchable objects at hand, a soft “beep” 


will sound. 





Once the Search cursor is on an object, (L) throws switches, opens 
footlockers, pushes buttons or otherwise manipulates the object, 
or transfers any items the object contained to your inventory. 
TAKING ITEMS If you open an object like a footlocker or a safe, or 
Search a dead body, a list of the items it contains appears in the 
top left corner of the screen, and everything on that list is auto- 
matically added to your inventory. If you do not have room for the 
item in your inventory, it will remain on the floor. 
TRANSPARENT WALLS. The 
isometric perspective 
used in Crusader pro- 
duces “blind walls” — you 
an’t see things immedi- 
ately behind the walls 
“closest” to you on 
[. ~screen. To keep the 
_ Silencer from getting lost 
. in these blind spots you 3 
can toggle Transparent 
L Walls on and off with (Q)Y). Transparent walls stay transparent 
7 until the Silencer leaves the area behind the wall. Transparent 
LC walls will not necessarily show you all secret areas that the walls 
_ have concealed. 


KEYPADS When you Search a keypad, an 
enlarged image of the keypad appears on 
screen. This means that you have to enter a 
numerical code before the keypad will do 
anything. Enter the code by highlighting the 
number you want with the arrow keys and 
use (A) to accept. Use the |®] key to exit out of the keypad with- 
out it accepting your input. The key to the left of (®] will back- 
Space over the last number you entered, while the key to the 
right of (| will submit the code. 





MONITOR SCREENS. Sometimes when you |) musaseereeeeess 
Search a data terminal or watch station, a |) (@ fBAIzs ite 
screen will open up displaying whatever’s jam pate 


visible on the object’s monitor. This might 
be a text message or a video image. 


CONTROLLING SERVOMECHS | 


Sometimes Searching and Using a data terminal or watch station 
will allow you to take control of a WEC servomech. You will See a 
screen activating the servomech, after which you are in control 
of the machine; it maneuvers and fires exactly like the Silencer 
although with fewer movement options). The Silencer stands stil 
next to the terminal and all controls affect the servomech. 
Servomechs can’t Search or Use items. Servomechs always 
move using Relative Movement. 


You relinquish control of the servomech and resume controlling 
the Silencer with (©). Control will automatically revert to the 
Silencer when the servomech is destroyed. 
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This light assault weapon is favored by WEC 


civilian security forces and sportsmen. The RP- 


22 is constructed entirely of ballistic 
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The standard infantry weapon for all WEC mili- 


tary forces, the RP-32 is functionally identical to 
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22, 
round bursts. 


the RP 
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except that 


When you find or purchase an RP-32 in the game, it automatically 
replaces the RP-22 in your Weapon Inventory. You cannot carry both an RP-2 


and an RP-32 simultaneously. 


Note 
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SG-AL “CONFORMER” SHOTGUN 
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13-gram fragmenting shell, 


and carries a 12-round magazine. 
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7 “RICO” ROCKET LAUNCHER 


The unique round fired by the AR-/ is a low- 

power canister shell that, immediately after dis- 

charge, ablates to release three self-propelled 

micro-missile rounds which take off from their 
point of origin in a “fan” formation encompassing an arc of 

, roughly 45 degrees. The magazine can hold up to 8 rounds. This 
experimental weapon Is not yet in general use, but is designed 
for anti-sniper, anti-siege and recon-by-fire applications. 
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JL-2 “PURIFIER” MASS DRIVER 


This advanced hybrid projectile/energy weapon 
propels a solid projectile of high-density matter 
within a focused pulse of gravitic ions at ultra- 
high speed. The JL-2 mounts a standard maga- 
zine of 10 projectiles, and also needs to draw energy from a bat- 
tery to operate. The projectile carries enough kinetic energy to 
nearly vaporize an unarmored enemy. 





ENERGY WEAPONS 


All energy weapons must draw power from a battery. 


PA-31L. “ADJUDICATOR” LASER RIFLE 


At least one trooper in every WEC infantry 
Squad Is designated the “lightning rod,” and 
carries this weapon. In addition, the WEC main- 
tains special-forces “lightning teams” where all 
the troops carry PA-31s as their standard arm. These “lightning 
teams” are used for anti-armor, attacks on armored emplace- 
ments, and special missions. This weapon is particularly effec- 
tive against robots and ambulatory weapons platforms. It fires a 
single pulsed, varicolor laser beam. 
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shielded human target, leaving behind only a 
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human targets. It fires a concentrated electro- 
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magnetic pulse, which disrupts the mechanisms 


of all standard servomechs. Against humans, the electromagnet 


EIV-4 “VORTEX” ELECTROMAGNETIC PULSE RIFLE 


Or 


operations and police SWAT teams. 
weapon 


UV-9 “PULSAR” ULTRAVIOLET RIFLE 


SIX 
ic c 
St 
f 


It f 




















capable of literally burning all the flesh and organs from an unar- 
mored human target. At present, the UV-9 is not standard issue 
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DEMOLITION 






























The standard-issue WEC military satchel charge, the 
det pac consists of the actual explosive combined 

with a timed detonator. A det pac will explode a few 
seconds after it’s dropped. A det pac can be quickly 


dropped using ()). 


BLAST PAC /FUSION PAC 





These extremely powerful charges are used for 
heavy demolitions work and major sabotage. 





Note: You cannot purchase blast pacs or fusion pacs or find them at random, but 
they will be issued to you (in the Silencer’s inventory) when needed to complete a 


mission. 


LIMIPET MINE 


A limpet mine can be affixed (via electrostatic charge 
to any reasonably flat, firm, horizontal surface. Once 
placed and activated it will detonate when any moving 
object approaches within about 1/2 meter. Limpet mines are 
used for territory denial in areas where it is not practical to place 
larger mines, or when time does not permit the use of more per- 
manent mines. Note that the Silencer will not set off his own 
limpet mines, allowing him to get away after setting a mine. 
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SPIDER BOMB 


This ambulatory munition can be released by a 
soldier from concealment, and literally walks on 
mechanical legs to the point of detonation, 
suided by a hand-held joystick unit. The spider 
bomb’s movement is controlled with the right and left arrows. A 
spider bomb can be quickly dropped using (R)(A). 
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IONIC SHIELD 


This personal shield generator surrounds the wearer 
In a protective sphere of highly energized electrons 
capable of absorbing the kinetic energy of ballistic 
projectiles, greatly reducing their lethality. The ionic 
shield is often used by police and riot-control units. The Silencer 
begins the game with an ionic shield. 





PLASMA SHIELD 7 


This shield surrounds the user in a sphere of plas- 
ma, which reduces the energy of ballistic projectiles 
more efficiently than the ionic shield, and also pro- 
vides an effective reduction of the destructive 
potential of energy weapons. 





GRAVITON SHIELD 


The highly experimental graviton shield surrounds 
the wearer in what is, essentially, a localized space- 
time distortion. It provides unprecedented protection 
against large projectiles and high-power energy 
weapons. Unfortunately, the expense and extreme power drain of 
) ~=~©~———sthis: shield make it impractical for general issue at this time. It is 
- only used for VIP protection and special missions. 





i DATALINK 


This is a hand-held mission computer and communica- 
tions device. A datalink is often built into combat-armor 
uniforms. A datalink can hold mission briefings and 

: intelligence reports for in-field review, and can also receive tight- 
focus satellite communications (usually encrypted). 
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MED KIT ce 


The med kit is a one-use, electronic field dressing. L | 
Upon application, it seals wounds and injects :- 
anesthetics, stimulants, antibiotics and anti-shock ef 
medications, and is also effective at countering | 
the effects of several common respiratory and 4 : SS | 
contact toxins. Its effect is not so much to heal the user, as to a 
Keep him alert and functioning until he can accomplish his mis- - 
sion and get medical attention. Because of the radical nature of 4 
med kit treatment, there is the potential for long-term side | 
effects or delayed reactions. Therefore, use of the med kit is | 
recommended only in hazardous conditions, when under immi- a 
nent threat of loss of life or consciousness. Each med kit car- 

ries its own internal power cell, and it does not need to be 
linked to an external power supply. 
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To quickly use a med kit, press (R)@). 


BATTERIES AND ENERGY CELLS 


A battery or other personal power supply is neces- 
sary to power shields and energy weapons. There 
are three types of portable, rechargeable battery cur- 
rently available: chemical, fission (about twice the 
Capacity of a chemical battery) and fusion (about 
twice the capacity of the fission battery). Multiple devices (e.g., a 
Shield, an inhibitor and an energy weapon) can all be run off the 
same battery. The Silencer begins with a chemical battery. 





Energy cells are disposable, non-rechargeable energy storage 
units. Equipment cannot run directly off an energy cell, but a cell 
can be used to recharge a battery when its reserves are starting 
to get low. Energy cells initiate a catalytic reaction in a battery 
that will cause any given battery type to recharge. 


To quickly use an energy cell, press @)©). 
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Much of your success in Crusader will depend on your ability to 
notice and make use of the items in the missions. In Crusader the 
things on screen actually do things. They can be moved, they can 
be damaged (they often tend to blow up), and they may have other 
functions that are essential to the success of your mission. 


In Crusader, there’s very seldom just one way to do things. If the 
silencer absolutely can’t find the keycard to get through a certain 
door, he can sometimes simply blow the door up instead. But if 
he shoots his way through every door he comes to, he’ll find 
himself out of ammo or energy right when he needs it the most. 
Managing resources and interacting efficiently with the game 
environment are the two inseparable keys to a winning Crusader 
Strategy. 
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ALARM BOX 


lf an alarm box is flashing, the mission area is in a state 
of alert, and reinforcements will arrive soon. You can can- 
cel the alarm by Using the alarm box. 


BOX SWITCH 


These wall-mounted levers are used to open doors, con- 
trol lifts and operate other simple devices. 


CARDREADER 
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lf one of these is present at a doorway, you need the cor- 
rect color-coded keycard before you can enter. If the cor- 
rect card is in the Silencer’s possession, the cardreader 
will scan it automatically. A cardreader will not work unless 
all alarms have been deactivated. 
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CONTROL BOX 


A large knife-switch. It basically does the same thing as a 
box switch. 
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DATA TERMINAL 






















When you pass a data terminal, always take a look 
at what’s on the screen. You never can tell what 
some lazy Consortium flunky might have left up. 
Data terminals can give you important information (like pass- 
codes), allow you to cancel general alerts, and even let you take 
control of servomechs. 
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FOOTLOCKER 


There are numerous types of containers in the game, 
most of which just sit around (unless something 
blows them up), but these are special. Footlockers 
hold personal equipment, and often that equipment is 
highly useful. Always check out a locker, and don’t damage one 
unless absolutely necessary — if the locker is damaged, any- 
thing inside is lost. 





HEALTH STATION 


A miniature, automated hospital that can bring your 
Health up to full in a few seconds. Just walk into the 
health station to use it. 


KAEYCARD 


The only way to get into certain restricted areas is to 
have the right keycard. Keycards are color coded to 
match the reader they go with. 





KEYPADS 


The control panel for a computerized combination lock. 
you don't know the right code, the Silencer won’t get in. 


A keypad will not work unless all alarms have been 
deactivated. 
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VALVE 













lf you need to stop the flow of hazardous liquids or 
Sasses (or if you think a flow of hazardous liquids or 
sasses might be useful), look around for a valve to turn. 
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WALL CAMERA 


These little devices will quickly become the bane of your 
existence. If a camera sees the Silencer, it may sound 
the alarm or activate traps or ambushes. It takes a cou- 
ple of seconds for a wall camera to lock on to a poten- 
tial hazard like the Silencer, though, so blast it quick. — 
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WALL SWITCH 


These standard electronic switches can perform any of 
the functions of a box switch. 





WATCH STATION 


These screens give you a view of some other part of 
the mission site, often providing a valuable preview 
of the hazards ahead of you. You can get out of the 
Watch Station screen with ©). 
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(512) 434-HELP (434-4357 NTERNATIONAL | 
Fax number (512) 795-8014 CUSTOMER 
SERVICE 
Monday through Friday, between 9 a.m. 
and 12:45 p.m., or 2 p.m. and 4:45 AUSTRALIA (EA Australia 
p.m., Central time (hours are subject to po Boy 432 | 
change). Southport QLD 4215 
LL Australia 


When faxing, be sure to include your or call 1 902 261 600. This call is | 
fax number. Faxes will be responded to ¢_95 ner minute, ITM. Lines are open 


by fax. 7 days a week, between 10 a.m. and 8 
o.m. If you are under 18 years of age, 

ADDRESS parental consent is required. | 
Origin Systems | 
5918 W. Courtyard Dr, ENGLAND (EA UK) | 
Austin, TX 1550 P.O. Box 335 

| Slough SL3 8XP ) 
ONLINE SERVICES or call 01753 546 465. 
AMERICA ONLINE. E-Mail Customer | 
Support at screen name: ORIGIN CS or — epanee (FA France 
Marketing at OSI. To reach our Centre d’Affaires Telebase ) 
Customer Support board in the 9 Rue Claude Chappe 


Industry Connection, press for 69771 Saint Didier au Mont d’or | 
“Go to Keyword.” Type ORIGIN in the Chedex 


Keyword window. Lyon 

or call 04 725 325 00. 
COMPUSERVE. In the Game Publishers ) 
Forum, tyoe GO GAMAPUB at any “!” GERMANY (EA GmbH | 
(> prompt. Select the Origin Section Pascalstrage H6 
| ____ (Section 12). Download files from the = 59976 Aachen 
_ “Library Files” menu. E-Mail Customer —g, call 59 412 4307. | 
yy Service at 76004,2612 (or post mes- 


LC sage in Origin Game Publishers’ SPAIN (Drosoft) Edificio Arcade ) 
- section). Rufino Gonzalez 23 bis. 


L . Planta 1. Local 2 
LY INTERNET. You can E-Mail technical Sup- 99937 Madrid 


. port at support@origin.ea.com, or or call 1304 7091. | 
yy access our anonymous FIP site at 

y ftp.ea.com. Access the ORIGIN World JAPAN (EA Victor 
Ly Wide Web site at; 2-4-12 Jingumai | 
D http://www.ea.com/origin.htm| Sibuya-Ku, Tokyo 150 | 
_ or call 813 5410 31141. 
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ORIGIN SYSTEMS, INC. 90-DAY LIMITED WARRANTY 


ORIGIN warrants to the original purchaser of this computer software product that the recording medium on which the 
oflware programs are recorded will be free from defects in material and workmanship for 90 days from the date of 
purchase. 

If the recording medium is found defective within 90 days of original purchase, ORIGIN agrees to replace, free of 
charge, any such product upon receipt at its Factory Service Center of the product, postage paid, with proof of date of 
purchase. This warranty is limited to the recording medium containing the software program originally provided by ORI- 
GIN. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment or 
neglect. Any implied warranties applicable to this product are limited to the 90-day period described above. If failure of 
the software product, in the judgment of ORIGIN, resulted from accident, abuse, mistreatment or neglect, or if the 
recording medium should fail after the original 90-day warranty period has expired, you may return the software pro- 
gram to ORIGIN, at the address noted below, with a check or money order for $5.00 (U.S. currency), which includes 
postage and handling, and ORIGIN will mail a replacement to you. To receive a replacement, you should enclose the 
defective medium (including the original product label) in protective packaging accompanied by: (1) a $5.00 check (2) 
brief statement describing the defect and (3) your return address. Canada and Foreign Orders Note: Only U.S. money 
orders are accepted. 

[xcept as set forth above, this warranty is in lieu of all other warranties, whether oral or written, express or implied, 
including any warrant of merchantability or fitness for a particular purpose, and no other representation of claims of 
any nature shall be binding on or obligate ORIGIN. In no event will ORIGIN be liable for special, incidental or conse- 
ential damage resulting from possession, use or malfunction of this product, including damage to property and to the 
oxtent permitted by law, damages for personal injury, even if ORIGIN has been advised of the possibility for such dam- 
ayes. Some states co not allow limitations on how long an implied warranty lasts and/or the exclusion or limitation of 
incidental or consequential damages, so the above limitation and/or exclusion or limitation of liability may not apply to 


you. This warranty gives you specific legal rights. You may have other rights that vary from state to state. 


Patents: U.S. Nos. 5.371,792/4 442 485/4 454 594/4 462.076, Europe No. 80244, 
Canada No. 1,183,276, Hong Kong No. 88-4302, Singapore No. 88-155, U.K. No. 1,535,999. 
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Sega and Saturn are trademarks of Sega Enterprises, Ltd. “1996 ORIGIN Systems, Inc, 5918 W. Courtyard Deen 14 " r EE ; 
78731. Origin, We create worlds and Crusader: No Remorse are trademarks or registered trademarks of WAU au 1 
ORIGIN Systems, Inc. Syndicate Wars, Bullfrog and the Bullfrog logo are trademarks of Bullfrog | 
Productions Ltd. All rights reserved. 


This game is licensed for use with the Sega Saturn system only. Security Program ©SEGA 1994. 
All rights reserved. 


Uheterergras copying, reproduction, rental, public performance or broadcast of this game is aviola- } lI l 
5 » PRODUCT POA Ln 
tion of applicable laws, All rights reserved. Made and printed in the U.S.A. 
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